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Block a Number 



Choose a number (not #1) to block. 
GEISTed Hunter(s) get cursed and 
may not land on the blocked nimtber. 
Each curse may be lifted v4ien Hunter 
lands on a Portal on his or tier turn! 
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Steal a Zb Chip 

Steal one Zb Chip of your choice 
from each GEISTed nmtm. Roil 
a 6 and you may steal two per 

Hunter! 



FIG 5A1 



FIG5A2 




PuiL A Hunter into UnderWorio 

Move each GEISTed Hunter 
onto an unoccupied Portal. No more 
than 4 Hunters may be GEISTed. 
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^AL A Ciflu Pepper Card' 



Steal one Chili Pepper Card at^ 
random from each GEISTed Hunter. 
Roll a 6 and you may steal two per 
Hunter! 
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DarrELDANOEH 

Swap Puct with a Wmm 

Swap squares with each GEISTed 
Hunter from anywhere on \\\<t board, 
mcludifi^ the Portals, in m\y ord^r. 
After eadi $v/ap, yoii may repeat step 
3 of ttie Play section of the rttlesf 




Move GEISTed Hunter(s) anywhere 
within the Cemetery or Corridor 
(ar^ numbered square). 



FIG5B1 



FIG 5B2 
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FRiczE A Hunter 

GEISTed Hunter(s) nnt$t skip therr 
next turn. Roll a 6 and they must 
skip 2 turnsi 
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Looc THE Portals 

GEISTed Hunter(s) may not enter 
or exit the Underworld on their 
next turn. Roll a 6 and they are 
locked in or out for 2 lurr»$l 
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Prank # 



rARAMISHA 



Give a Zb Chip raou Patch 

Give one Zb Chip of yoiir choice 
from the Patch to each GElSTed 
Hunter. Roll a 6 and you may 
give two per Hunterl 



Prank # 




Swap a 6a$T 



Swap one capUired or un-captured 
Ceist per GElSTed Hunter with a 
random leftover Geist Card. Each 
swapped Geist st^$ captured and its 
prank is active, or sta^ un-capttired. 



FIG 5C1 
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Release a Geist 

One captured Geist per GElSTed 
Hunter. Released Geist(s) go back 
in the hands of GElSTed Hunter(s) 

aod must be ciptured again! 
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Anonymous 

Ov^ner of Anonymous chooses one 
of the 13 Geists (must not be a 
Geh^t that ov/ner already has) for 
Anonymous to assume. Use Lure^ 
Headstone. Prs^nk # and Prank of 
assumed Gekst for Anonynwis. 



FIG 5C3 
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One prank from a captured Geist 
l>er GElSTed Hunter. Play stolen 
pr3nk(s) at once, in any order, from 
your current position. Roll die for 
each prank. Turn card(s) of used 
pfank(s) sideways. 



FIG 5D1 




FIG5D3 




Swap a Zb Chip 

Swap one Zb Chip per GElSTed 
Hunter with another chip of your 
choice from the Patch. Roll a 6 and 
you may swap Uvo per Hunter! 



FIG 5D2 
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Perfonrn Game Satup 204 




^ End 226^ 
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^ Start 301 



Race Headstones on board 303 



Shuffle the Qiipe 306 



Shuffle Ghost Cards 307 
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Shuffle Chi Rspper Cards 309 






DistrlxAe Ghost Cards 311 






Osterrrine Rayer Who Moves 
Rrait 313 


^ Bid 
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